Nontraditional instructional methods facilitate active learning by students. The Jeopardy exercise outlined in this article is based on the popular television game show and is presented as an active learning technique designed to (a) motivate students to actively participate in class and assume more responsibility for learning, (b) provide an in-class opportunity for teamwork, (c) reinforce students'learning of course concepts previously taught, and (d) add variety to classes by providing a fun environment for instructor and students alike. This article suggests using Jeopardy to review for exams. It concludes with a discussion of the effectiveness of the Jeopardy technique.
Changing societal values and the "video" generation that comprises the majority of today's college students are resulting in different expectations of teachers and classroom experiences. Students typically spend over 16,000 hours in front of the television before entering college (Postman, 1985, p. 4) and have the tendency to be passive learners as a result. For this reason, active learning techniques are becoming more commonplace as we embark on a new millennium. As Eble (1988) eloquently states, "Whatever a teacher can do to provide an easy transition from the student's real world to the artificial world of the classroom is likely to be appreciated and to aid learning" (p. 56).
Interactive instruction or active learning, where students are more involved in the classroom, has been found to be as effective as traditional classroom instruction (Somers & Holt, 1993; Tunc & Gupta, 1995) . In fact, numerous books are available to assist instructors in moving from traditional lecturing to more nontraditional instructional activities (Angelo & Cross, 1993; Eitington, 1996; Jones, 1992; Lewis, 1986; Meyers & Jones, 1993; Scannell & Newstrom, 1983) . Meyers and Jones (1993) define active learning as "any activity that substantially involves students with course content through talking and listening, writing, reading, and reflecting" (p. 13). They encourage teachers to engage students in the learning process by "seasoning" lectures with other techniques that create a positive mood in the classroom. Such learning is more motivating as it attracts interest, encourages participation, and is more enjoyable. Classes such as this boost understanding and enjoyment for students (Camp, 2000) .
Among the active learning techniques advocated by Eitington (1996) and by Meyers and Jones (1993) are simulations and games, which offer an artificially constructed yet sufficiently realistic and safe learning setting. Games in which there are rules, competition, and winners not only involve students but also give them practice thinking on their feet. Games facilitate risk taking in a safe environment and provide everyone with the same opportunities to become involved in an activity. Playing games also allows students to learn how to cooperatively interact with others (Somers & Holt, 1993) . The bottom line in choosing an appropriate game for the classroom is whether the game supports the instructor's objectives (Tobias, 1990) . In this article, we offer a competitive twist on active learning with a game format. Our intent in using this technique is to encourage students to assume more responsibility for learning the material.
We recommend use of a modified version of the Jeopardy game as a favorable active learning technique. There is a renewed popularity in TV game shows, as evidenced by the surge of interest in the ABC television network's Who Wants to Be a Millionaire? and imitation shows on other networks during prime time. The Jeopardy game show (www.jeopardy.com) has with-stood the test of time since its creation in 1964 and has flourished, while other daytime game shows have come and gone. September 2002 marked its 19th year in syndication, and Jeopardy has received 19 or more Daytime Emmy awards. For the younger crowd who may not be familiar with the original Jeopardy, there is the Rock & Roll Jeopardy version on the VH1 network where the questions and answers revolve around rock and roll topics (www.rockjeopardy.com). The next section summarizes the television version of the game show by the same name. Later in this article we adapt the game for use in the classroom.
The TV Jeopardy Game
Jeopardy consists of 30 items arranged in six different topic categories. Each item in a category or column is arrayed from least difficult to most difficult, and a corresponding dollar (point) value is assigned, from $100 to $500. Players are given the answer to an item and then must respond to the answer in the form of a question. For example, an easy item might read "OB stands for this" and the correct response would be "What is Organizational Behavior?" If a player fails to answer the item correctly, the dollar value of that item is deducted from the player's score. The player who last answered an item correctly maintains control of the board until another player answers correctly. There is one Daily Double item hidden in the first round of the game, which offers the player the opportunity to double his or her score. When a player selects the Daily Double, he or she must first make a wager before hearing or viewing the answer. The minimum wager is $1; the maximum is the greater of the player's current score, or $500 in Round 1, and $1,000 in Round 2. Once the answer is provided, the player has 10 seconds to respond. If the player responds correctly, the wager amount will be added to that player's score; in case of an incorrect answer or no response, the wager amount will be deducted. Regardless of the outcome of the Daily Double, that player remains in control of the board.
The Double Jeopardy round (Round 2) plays the same as the first round, except that dollar values are doubled (from $200 to $1,000) and there are two Daily Doubles. Players with a score greater than $0 are eligible to play Final Jeopardy. The Final Jeopardy category is presented and eligible players record their wagers. The minimum wager is $1, and the maximum wager is the player's current score. Once the wagers are in writing, the answer is displayed and read aloud. Players have 30 seconds to record their response, and it must be phrased in the form of a question. If a player's response is correct, the wager amount will be added to his or her score; if incorrect, the wager amount will be deducted from the score. The player with the highest final score is the winner.
Overview of the Classroom Game
Playing Jeopardy in class is designed to meet several objectives: (a) to motivate students to actively participate in class and assume more responsibility for learning, (b) provide in-class opportunities for teamwork, (c) reinforce students' learning of course concepts and principles previously taught, and (d) add variety to classes by providing a fun environment for instructor and students alike. This technique is suitable for almost any course and level of students. It has been used in undergraduate management courses at least a dozen times over the past 4 years and in graduate management courses about eight times over a 1-year period. The name of the game has been adapted to add a creative twist to a number of management courses. For example, in organizational behavior classes, the game was called jeOBardy; in human resource management, it has been called jeopHRdy; it was jeoPArdY in a compensation course; and in other management courses, it was Jeopardy. Other possibilities for modifying the name of this activity to fit a particular course would be jeOPardy for operations management, and jeoPardy for principles of management.
The following pages outline the procedures for conducting Jeopardy games in the classroom. Time required for the activity is 30 to 60 minutes, depending on the amount of material the instructor wishes to incorporate.
Preparations
The Jeopardy game is a creative yet meaningful format for reviewing for tests. Before the class period when the review takes place, the instructor (who also wears the hat of "host" of the game) needs to prepare answers and questions, possibly ask students to prepare them, or select questions from a test bank. Jeopardy answers and questions need to be tailored to the emphasis and resources being used in a specific class for maximum benefit to students. Items may be prepared using index cards (to read to the class) or on overhead transparencies. It is a good idea to have 4-6 different categories or subtopics of questions; see Appendix A for an example of a JeOBardy game for reviewing four different chapters for an organizational behavior exam. In human resource management, creative names of various categories could include "Give Me an E" for EEO-related topics or "Be Careful" for safety and health topics. In principles of management, suggestions for categories are "Turbu-lence" for a chapter on change and "M-evolution" for the evolution of management.
It is possible to prepare 20 items (four categories of questions, with 5 items each) for a test review in 30-40 minutes. Once the material has already been covered in class, it is relatively easy to develop answers and questions over those concepts. We have found that the preparations pay off in a number of ways. The novelty of the game adds a nice change of pace to daily teaching duties. The spirit of competition that often develops among teams enhances the mood of the classroom as well. Not only are students challenged with the questions, but the instructor may also be challenged to develop clear and concise questions for the game. We have enjoyed playing Jeopardy in class.
Questions can vary in difficulty, as indicated by ascending point or dollar values (from least challenging items to most challenging). In one round of the game, there should be at least one Daily Double item where the players selecting that item can wager any amount up to their accumulated dollar total, or, if they have a negative total, they may wager up to $500. Daily Double items should be indicated as such on the appropriate index card(s). Depending on the amount of class time available for review, two rounds may be held; in the second, Double Jeopardy, round, dollar values are doubled and up to two Daily Doubles may be included. To add variety to the game, a video item may be included; for example, a brief 1-to 2-minute video clip that corresponds to a particular item, in the regular round(s) and/or in the concluding Final Jeopardy segment.
For most class sizes, it is a good idea to have student groups compete with one another. Groups can range from 3 to 5 members each. The number of groups does not need to be limited, as scores can be kept for multiple groups. We have played the game with eight groups in a class of 40 students; six groups in a class of 30; and so forth. If students do not form their own groups, it is a good idea for the instructor to form groups that are heterogeneous in some respect (e.g., gender, age, major, etc.) A volunteer may be sought from the class to assist the instructor (host) with keeping score; otherwise, it is possible for the instructor to keep score as the game is played.
Required materials. This game works well in a classroom setting. Movable chairs are preferred, so that teams can sit in semicircles; however, clusters of permanent desks, as in a large lecture hall, may also be designated for different groups. A blackboard or whiteboard and overhead projector are required. A television with VCR and a tape recorder are optional. Jeopardy items may be recorded on index cards or on overhead transparency sheets.
Let the Game Begin
Step 1 (5 minutes). Divide the class into teams of 3 to 5 members each; teams should be distinguished from one another by team names or numbers. Designating teams by letters (A, B, C, D, etc.) works better than assigning team numbers that are not all one syllable. While team members are introducing themselves or exchanging greetings, the instructor charts the Jeopardy game board on the blackboard, using category titles and ascending dollar values for items in each category. A separate section of the blackboard may be used to keep track of team scores. Groups may also be polled to decide if the game should be played with open notes (and no bonus points to winners) or closed notes, with bonus points being awarded.
Step 2 (20-50 minutes) . Host begins the game. The first time the game is played during a semester, the instructor may ask who has a birthday (either today, yesterday, tomorrow, or the most recent birthday in the class); that person's team gets to select the first Jeopardy category and dollar value. Alternatively, the instructor may randomly select a team to go first. When a game is played later in the semester, the winning team of the previous game selects first. As an item is selected, the host erases the corresponding dollar amount from the board to indicate that the item is no longer available for play. The host reads the answer to the class once or twice-to ensure that students have ample opportunity to hear and understand the entire answer. The first student to call out his or her team name or designated letter (or other agreed-on signal) to indicate the wish to respond for his or her team is called on to play that item; that student is responsible for responding for his or her team. If two teams call out at the same time and it is difficult to determine who was first, we have found that other teams will play the role of referee and state which team they heard "buzz in" first.
Once a question has been read the second time and there is no response attempt, the host quietly counts off 10 seconds. If an item is attempted but not correctly answered within approximately 10 seconds, the host counts off a final 10 seconds to permit other teams the opportunity to answer. A penalty of the original dollar value of the item is assessed for an incorrect response. Because of time constraints, usually only two "attempts" per item are feasible; each team has only one attempt at an item. As each item is played, the instructor may wish to spend a moment or two clarifying fine points and/or recapping main concepts, particularly when an item is not answered correctly.
To earn points (expressed in dollars), all responses must be phrased in the form of a question. Teams are encouraged to coach their members on responses and to prod their members to use questions if they begin their response without a question. The instructor may use discretion in determining whether or not to penalize a less-than-complete response or one that is not specific enough, inasmuch as the primary objective of this technique is to facilitate learning.
To supplement the hidden Daily Doubles, the instructor may wish to have a few instant small prizes for teams also hidden in game questions. Corporate promotion souvenirs, gadgets, and even books make good prizes, with little or no cost to the instructor.
Step 3 (5 minutes). Allow at least 5 minutes of class time for Final Jeopardy, so that final scores and a winner may be determined. Groups set their wagers on notebook paper before the Final Jeopardy answer is revealed on an overhead transparency. Before wagers are set, players should be informed of the category or chapter from which the Final Jeopardy item is taken. Responses in Final Jeopardy also must be in the form of a question. The host may choose to permit the groups to be on the honor system when setting their bets; alternatively, the host may initial each group's wager that is written on their group answer sheet. In instances where groups have accumulated zero or negative points, the instructor may wish to "lend" groups $100 or so to encourage them to participate in the exercise. For example, if one team has negative 100 points, we have awarded 200 points to all teams; this puts all teams into the positive column and eligible to play Final Jeopardy. The amount lent is a token amount to permit them to zero out of their negative score (but not permit them to win over the better performing teams), so they don't sit idle as bystanders. All members of the winning team may be awarded one or two bonus points on the next exam. In case of a tie, it may be broken at the discretion of the instructor; alternatively, cochampions may be declared. An additional Final Jeopardy item (or more) can be prepared in case of a tie.
The instructor may wish to tape-record the Final Jeopardy music from the TV show twice (60 seconds) to play while the teams develop their responses; if an Internet connection is available in the classroom, soundwave files for the Jeopardy music are available at www.jeopardy.com (under Multimedia Fun and Audio Clips). Once the item on the overhead transparency is read aloud, teams have 60 seconds to record and submit their responses in the form of a question. If recorded music is not used, students may be willing to hum the jingle aloud two times. After the jingle is played/hummed for the second time, all written responses, including team number or name and wager, must be in the host's possession. Final scores are tallied and a champion is declared. It has been our experience that students on the winning team(s) are very eager to receive bonus points on their next exam. A summary of the rules for the classroom game is provided in Appendix B.
Variations on Rules
The instructor may decide to not assess any penalty for an incorrect response. When teams have been penalized for incorrect responses, some students have remarked that they would refrain from participating and not risk lowering their team's score. Waiving the penalty is a way to encourage more widespread participation by the entire class. There is debate about how strict rules should be in using games for instruction (Somers & Holt, 1993) .
When reviewing for an exam, students may prefer to alternate between playing one time with closed books and bonus points awarded to the winners, and the next time with open books but no bonus points. We have used both options. Some students are more interested in the review value of the exercise than the opportunity to earn a few bonus points.
Outcomes
This section describes how the Jeopardy technique meets our intentions and objectives. We have provided abbreviated student comments to show how well objectives were met. In Appendix C, additional feedback is presented.
Objective 1: How well does Jeopardy motivate students to actively participate in class and assume more responsibility for learning? When playing Jeopardy in our classes, we have observed that students appear more alert than they do during a traditional lecture. Also, most students behave somewhat competitively as they urge their respective teams on. Individual student participation ranges from the very active to very passive, as a few may not participate at all.
In terms of assuming more responsibility for learning, student feedback indicates that there is more pressure to read and study and that they will tend to put forth more effort to help their team; if they lose the game, then everyone on their team loses. Students report that the use of bonus points was enough incentive to encourage them to study for the game well before the actual exam. Jeopardy "made us realize what we did/did not know and so we will be more prepared for next time." At least one student described the game as enjoyable and helpful for retaining information. Additionally, during Jeopardy, students share ideas on concepts and learn from other students: "Many times students can communicate with each other better than the professor can." Some students report they got a lot out of Jeopardy because the competition got them more involved in the class, although at times their enthusiasm caused them to take the game too seriously. In one case, a student felt she learned more because it was over specific points, and "I was constantly looking for the answers, therefore, I felt as if I was more involved." In another instance, a student was afraid to answer and be incorrect and cause the team to go into the hole; however, she felt the experience will teach her to be more outspoken in class and more confident. Another felt disappointed that he could not come up with many of the answers and disappointed in himself for not being able to participate more. However, we have observed student excitement and attentiveness in our classrooms and believe that Objective 1 has been achieved.
Objective 2: Does Jeopardy provide an in-class opportunity for teamwork? Students report that they worked well together as a team during the game, and this helped one team maintain its lead for most of the game. Another team described itself as "very competitive" and remarked how it considered strategies to win and whether to take risks or not. That same team made a mistake during Final Jeopardy, which led to its members "feeling as though we had lost the Olympics or something." Students also stated that they functioned as a group and attempted to use each other's strengths to answer questions; it was good for team spirit and team building because it allowed them to rely on each other to come up with correct responses.
A team member described how they would discuss the answers as soon as they could, in the hopes of being the first to respond. Their sense of team and belonging during the game was fun. They were so into the game (when discussing a video question), they were speculating many different scenarios and, in the process, recalling more about what they had read than they would have otherwise. The remaining comments provide more evidence that Objective 2 was achieved: "Our team worked well together-it made group members talk openly with each other. It forced the group to pay attention to the material and function within the group when some members knew certain areas better than others did. The game benefited the team: "I know it helped our team in coordinating our thoughts and working together to accomplish something." "It warmed us up for some really good brainstorming sessions for later team assignments." Jeopardy is a good way to encourage people to work together as a team. A member of the same team reported that "I now have a stronger conviction in the potential and viability of our group" and that she was more motivated to participate in group work in class. A third member of that same team described how "for the first time, our group truly got together as a team and worked for a common goal. Competition between teams was intense. I was very proud of our group and the way we worked together and individually to win."
The potential exists for social loafing; it has been our experience that either social loafing has not been an issue raised by fellow team members or it may be addressed in peer evaluations if they are part of the course. Students' comments occasionally indicate a few concerns with equity and social loafing, but for the most part they perceive it to be an effective review technique that is fun and that allows them to interact with each other. Because one of our primary intentions is to review concepts for exams, as instructors we feel that even listening to the game should help as a form of review and so we are not overly concerned with unequal participation.
Objective 3: Does Jeopardy reinforce students' learning of course concepts and principles (previously taught)? At least one student believed Jeopardy was a good game to play when reviewing for a test; it allowed him to get a better understanding of the chapter and answer any questions regarding the test. Another student said the game highlighted the main point of the chapters. "It helped me tremendously on the test" was another testimonial for the game, as well as "Our group worked and studied together in preparation for the game; the discussion in our study group really helped me understand some of the concepts." Others remarked how playing Jeopardy forced them to have to review materials well before the exam and how the game helped them remember certain concepts for the exam. Students like playing Jeopardy to review material for tests; we have used the game for test reviews 2-3 times a semester.
Objective 4:
To what degree does Jeopardy add variety to classes by providing a fun environment for instructor and students alike? Students report that this technique permits them to learn in different ways and that it is a fun way to cover material. One individual remarked about having a lot of fun despite the individual's team being in the hole with points because the competition "is what made it all the more exciting." Another stated, "Any glimmer of a chance at point redemption boosted our morale." Another person wrote that Jeopardy is "an extremely effective method of experiencing and practicing group activity on a challenge" and a major break from the average classroom routine. He initially had low expectations for the game based on a personal experience in a business training class, where it was "a bore." He was "thoroughly impressed and sincerely enjoyed this version" of the game. Others stated, "It is fun to play the game!"
On occasion, students have playfully addressed the instructor as "Alex" (referring to Alex Trebek, the host of the TV game show). The following statement offers further support that Objective 5 was achieved: "The game was the absolute best time I have had in class so far, and I feel strongly we should repeat it with different material AT LEAST one more time during the semester. It reestablished my faith in the fun factor of group activity." Overall, we have received positive feedback from students indicating we should continue to play Jeopardy in class. We believe Jeopardy meets our intentions and objectives for this class activity.
Concluding Thoughts
From our perspective as instructors, we enjoy the change of pace this game provides. We also find it somewhat challenging to write answers (and questions) that reveal key pieces of information about a concept we are studying. Also, Jeopardy perks up the classroom because it is a creative way to attract and hold students' attention as well as to involve them in learning. We strongly recommend Jeopardy as an active learning technique. The following closing quotation sums up our sentiments about this exercise.
A simulation game is like a kiss, interesting to read about but much more interesting to participate in. And those that do tend to repeat the experience.
-From a promotional brochure of the Institute of Higher Education Research and Services, the University of Alabama
Say What? (Communication Chapter)
[100] The last step in the communication process; it's when the receiver becomes sender.
What is: Feedback
[200] Grievances, suggestions, and status reports flow in this direction.
What is: Upward
[300] Which of the sexes tends to dominate discussions in a meeting 
What is: Instrumentality
[300] According to Expectancy Theory, the perceived value of a reward can range from ______ to ______
What is: -1 to +1
[400] In Equity Theory, if equity is not perceived, these are the other two possibilities.
What are: Overrewarded and Underrewarded
Appendix B Jeopardy Rules
• Players are given the answer to an item and then must respond to the answer in the form of a question. If a player fails to answer the item correctly, the dollar value of that item is deducted from the team's score; members may prod a player to ensure the answer is given in question form. The team who last answered an item correctly maintains control of the board until another team answers correctly.
• Players may not "buzz in" and attempt to play an item until the item has been read in its entirety by host. If a team buzzes in too early, they are eliminated from playing that item.
• To buzz in, players must call aloud their team name. Each team gets one chance and 10 seconds to correctly respond to an item.
• There is one Daily Double item hidden in the first round of the game. When a player selects the Daily Double, the team must first make a wager before hearing/viewing the answer. The minimum wager is $1; the maximum is the greater of the player's current score, or $500 in Round 1, and $1,000 in Round 2. Once the answer is provided, the player has 10 seconds to respond. If the player responds correctly, the wager amount will be added to that team's score; in case of an incorrect answer, the wager amount will be deducted. In the case of no response, the wager amount will be deducted. Regardless of the outcome of the Daily Double, that team remains in control of the board.
• The Double Jeopardy round (Round 2) plays the same as the first round, except that dollar values are doubled.
• The Final Jeopardy category is presented and eligible teams record their wagers. The minimum wager is $0 and the maximum wager is the team's current score. Once the wagers are in writing, the answer is displayed and read aloud. Teams have 60 seconds to record their response, and it must be phrased in the form of a question. If a team's response is correct, the wager amount will be added to their score; if incorrect, the wager amount will be deducted from their score. The team with the highest final score is the winner.
• Throughout the game, players are free to consult with team members within the time limits outlined.
Appendix C Student Feedback
• The only thought I had was that maybe we should turn in our wagers for Final Jeopardy before we have to turn in our answers. Everything seemed to go pretty well the other day. I didn't like getting the extra points. Some groups that had not even guessed once got more money than some groups who had at least tried to guess but had gotten them wrong and had negatives.
• I think that the Jeopardy Review Game would be good, but my group was kind of quiet and was overrun by the dominant groups. I think we should have chosen to use our notes instead of not.
• I enjoyed the Jeopardy game. It was an opportunity to (a) study with other students, (b) get an idea of what the test was going to contain, (c) earn extra points, and (d) interact with other students.
• Some groups have very loud and fast members, and they dominated the entire game. Can you change the game to allow every group to participate? • I don't like the fact that only one group gets to win; perhaps find a way to give all groups a chance to answer correctly in a certain time period. Just because we were not the first to raise our hand did not mean we did not know the answers.
• I think Jeopardy is great to review and prepare for the test; it gives us the challenge of "are we ready for the test?" • I feel that the Jeopardy activities are a lot of help. This activity helps me better understand the chapter terms as well as the little detailed information about each term.
